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ABSTRACT

Gamification has become a game-changer for mobile apps in education, making
learning less like a chore and more like a challenge. This chapter dives into how
different gamification techniques—Ilike points, leaderboards, and badges—aren’t just
fun, but effective in keeping users engaged across various age groups, from kids to
seniors. It takes me back to the first time I saw my niece breeze through her math
homework on a gamified app, barely realizing she was learning. The psychology
behind it is simple, give people a sense of progress, and they stick around. We’ll
look at some real-life examples—Duolingo, Fitbit, Kahoot—and how these apps
have cracked the code. There’s a bit of trial and error too, because what motivates
one person might cause burnout in another. This chapter offers insights for app
developers on what works, what doesn’t, and how to push boundaries while keeping
users engaged and motivated, all while making learning feel like less of a task and
more like a triumph.
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1. INTRODUCTION
Definition of Gamification

Gamification is the use of game-like elements in non-gaming settings to boost
engagement and motivation (Sanchez et al., 2020; Christopoulos & Mystakidis,
2023; Ananna et al., 2023). It's interesting how this concept has found its way into
various industries, from education to marketing. Imagine being in a classroom
where, instead of just sitting through lectures, you earn points for participation or
completing tasks—suddenly, the environment feels a bit more fun, right? That’s the
power of gamification. It’s not about playing games, but rather borrowing elements
like leaderboards, achievements, and rewards to encourage desired behaviours
(Mekler et al., 2013).

In education, gamification has proven to be effective by making learning less
of a chore (Orji et al., 2023). Students are more likely to stay motivated when their
progress is rewarded in ways they enjoy (Trinh et al., 2023; Gopi et al., 2021). It’s
like how we stick with mobile apps that give us badges for hitting milestones. I
remember trying to learn a new language through a gamified app and being surpris-
ingly hooked by the tiny rewards I kept earning, even though I wasn’t particularly
interested in the language itself. That’s the magic of gamification. In marketing,
companies use gamification to build customer loyalty (Singh & Milan, 2024; Gouda
etal., 2022). Loyalty programs are a great example, where customers earn points for
purchases, much like players collecting tokens in a game (Vaitone, 2025). It makes
the experience feel more interactive and less transactional. The success of gamifi-
cation lies in its ability to tap into basic human desires—competition, achievement,
and status (Sharma et al., 2023). By turning ordinary tasks into opportunities for
fun and recognition, gamification transforms everyday experiences. Figure 1 shows
gamification purpose.
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